e Eldritch-Touched Traits 


Ability Score Increase: Your exposure to the incomprehensible has hardened and numbed your 
mind. Your Wisdom score increased by 2. 


Age: You age slower than normal humans, however you mature very quickly. You are mature by 
lage 12, but can live up to 200 years old. 


Alignment: While their ancient roots are too alien to fit into alignment, Eldritch-touched fit 
anything within the alignment spectrum. Some could say they fit certain descriptions of their 
specific eldritch roots. 


Size: Your race is medium in size, despite spanning from 4 to 8 feet tall. 
Speed: Your race's speed is 30 feet. 


Mental Fortitude: Your constant exposure to maddening horrors has sharpened your mind. You 
gain advantage on any checks or saves made against mind-effecting abilities or spells. 


Darkvision: As per the ability, you can see in darkness as if it were dim light and dim light as if it 
Were bright light. 


Languages: You can speak, read, and write Common. You understand and can speak Deep 
Speech. It is very common for there to be a very “unearthly sound” to your voice when you speak 
any language you are proficient with. 


Sub-Race: Star Child 


Ability Score Increase: Your knowledge of dark arts and manipulation come natural, even if it is 
profane. You gain a +1 bonus to your Charisma score. 


Blasphemous Charisma: You gain proficiency in the persuasion or deception skills. 
Survival from Insanity: You have resistance to psychic damage. 
Sub-Race: Deep Spawn 


Ability Score Increase: Your dread blood makes you hardier and more durable in rough situations. 
Your gain a +1 bonus to your Constitution score. 


One with the Ocean Father: You gain a swim speed equal to your land speed. You can breathe 
While underwater in addition to breathing air. 


Speak with Sea Beasts: By the dark power of the Ocean Father, you witness a mass of water 
conjured before you! You may use Create or Destroy Water as a spell-like ability once per long 
rest. However, you must dedicate 10 minutes to casting it, rather than the normal time. 


e Serpent-Folk Traits 


Ability Score Increase: The Snake Gods have imbued you with a quicker maneuverability than 
many others. You gain a +1 bonus to the Dexterity stat 


Size: Creatures of your race count as Medium size 
Type: You are a humanoid, despite looking like a beast and a monstrosity. 
Speed: You speed is 30 ft. 


Snake Bite: You gain a natural bite attack. It deals 1d4 piercing damage. As you gain levels, your 
damage also increases; 1d6 damage upon reaching L.6, 1d8 damage at L.12 and 1d10 damage 
at L.18. 


Nasty Crunch: You're able to produce a numbing venom from your fangs. While overdoing it 
would be a draining experience, you're able to store just enough to turn a combat around. When 
you hit with a bite attack, you can trigger the target to make a Constitution saving throw versus 8 
+ Your Proficiency Bonus + Your Constitution modifier. Failure results in being poisoned until they 
succeed their save. Targets can make a new save at the end of their turn. You may use this ability 
once per short rest before using it again. 


Snake Sense: You gain proficiency in Perception checks. In addition, you advantage on checks to 
smell with your forked tongue. Since you rely on smell to seek prey, perception rolls relying on 
smell are not affected by darkness. However, if your sense of smell is blocked or harmed in any 
way, you do not receive advantage until you take a short or long rest in most cases (depending on 
he severity.) 


Languages: You speak and understand common. You may also speak with snakes and snake-like 
creatures in your own unique tongue. 


Sub-Race: Ancient-Touched 


This race of serpent-folk were born of an ancient eldritch power beyond reason or sanity. Their 
spawned race slightly reflects their archaic and maddening power. 


Ability Score Increase: Your connection to long-silent powers has fortified your mind. You gain a 
+1 bonus to the Wisdom stat. 


Cosmic Mind: The blood of a long dead Elder God flows through you. It protects you from similar 
entities that would enjoy destroying or tormenting your kind. You gain resistance to psychic 
damage. 


Crooked Tongue: You are able to twist words in your favor from your connection to elder 
creatures. You gain proficiency in either persuasion or deception. 


Sub-Race: Viper Blood 


While not as old as the Ancient Touched, the Viper Blood are empowered by strange and dark 
sorcery. However, their internal magicks are far from dark, they are a means of augmenting their 
own abilities. 


Ability Score Increase: You possess a strange charm and a knack for mystical power. You gain a 
+1 bonus to the Charisma stat. 


Mystical Blood: Your connection to unfathomable magicks has given you some minor arcane 
alents. You know Poison Spray as a cantrip, which you may cast at-will. Upon reaching level 3, 
you may cast False Life as a 2nd level spell once per long rest. Upon reaching 5th level, you may 

cast Acid Arrow once per long rest. Charisma is your casting stat. 


Legacy of War: Long have your people faced constant battle at the hands of conquerors and 
bigots. Thus, training with an assortment of weapons has become important from a young age. 
You are proficient with the long sword (Qama), great sword (Ram Dao), scimitar, and short bow. 


Sub-Race: Sasaran 


The Sasaran are a breed of bioluminescent naga-like creatures that can slightly bend light around 
hem. Unlike other Serpent-Folk of their kind, this variation tends to stay within the darkest part of 
jungles and sometimes even underground realms. 


Ability Score Increase: You gain a +1 bonus to your Constitution stat. 


Cloak of Light: Your bioluminescent scales glow within dark places. As an action, you can 
activate or suppress a bright light. This creates 30 ft. of normal light, 30 ft of dim light. 


Brilliant Flash: You can use your glowing scales to harness limited power over light itself! As a 
bonus action, you create a flash of blinding light. Every creature within 20 ft. must make a 
dexterity saving throw vs. 8 + Proficiency Bonus + Constitution modifier or be blinded for 1 round. 
You may use this ability once per short rest. 


Serpent's Poison (Feat) 
Prerequisites: Serpent-Folk race 


You gain a +1 bonus to your Constitution stat. 

Your bite attacks are now considered magical in nature and gain the finesse keyword. 
Also, once per round, these attacks also deal an extra 1d4 poison. 

You gain resistance to poison damage and gain advantage on poisoned saving throws. 


Special thanks to Samuel and Cody from the Homebrew Dungeons & Dragons 5th Edition 
facebook group, u/krispykremeguy from this r/UnearthedArcana for inspiration, balancing, and 
plenty of original ideas. 


EDIT: Modified based on commentary. 


Critique and comments welcome. 


